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This talk is packed 
and I'll be talking 
fast, so all the major 
points will be on the 
screens beside me! 
(And on GDC Vault.) 
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DIALOGUE 8 
PERFORMANCE 

VISUALS 

AUDIO 

HAPTIC 

CHOICE 8 
INTERACTION 

• Get a good writer 

• Be consistent with 

• Economically a very 

1 • Not available on all 

• Pick a story structure 

involved (or practise by 

the social and cultural 

good option for 

1 platforms 

1 that works for you, 

writing short stories) 

setting(s) 

storytelling 

1 • Used well, it can be 

I your story, and your 

• Avoid long 

• Think about location, 

• Feeds directly into 

highly engaging 

I team: linear, 

monologues 

character, props, HUD... 

the imagination 

1 • Consider using 

1 converging branches, 

• For most genres, 

Everything! 

• Excellent for building 

1 emotional haptic 

1 bubbles, or branching 

dialogue is plan C, so 

• Accept that many 

atmosphere 

1 feedback (e.g. a 

• Choice is powerful, 

use this order of 

things will be missed, 

• Can be very subtle 

1 nervous flutter) as well 

1 but the workload 

priority: play, show, tell 

so tell the story with 

• Use details 

1 as obvious big 

1 escalates very quickly 

• Use nuance in your 

everything on screen 

• Often forgotten or 

1 moments 

• Try to make your 

writing to encourage 

• Try to avoid cliche - it 

left until last, so don't 

1 • Be careful to 

1 gameplay interactions 

active listening 

can be useful 

make that mistake: 

1 enhance, not break, 

1 match the character 

• Get good actors. 

shorthand, but also 

include it early in your 

1 gameplay feedback. 

1 and their world. 


leads to bland worlds. 

documents and plans. 




BE CONSISTENT AND SUPPORT YOUR NARRATIVE SETTING 


Avoid: • ’fan service’ scripts (they often seem lazy to the majority) • stereotypes and cliches (they drain 
your world of individuality and/or consistency) • obvious repetition in voice samples (and to a lesser 
extent ambient/music) • overuse of haptic • action choices that don't fit the character or world. 
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Story pont and frQft tevfr desc rpbon 


T r>gpcr erect 


oert’ M2 


AM2 Ineref 


port one - «** the erftmai 


Tf ^ V T v <T 7 1 V i “T lr wT 

w'HT >o>3 yif W5To W OiK Ml ^V«WXJ 


thrown me Mr looking for Wi She finds 
vn and starts a comer sator he asks her 
on a date 


"• •* • ' : r,: • : 
ir»on’) ri If** hvwitkj Sarah m«#u»s her 
a-j> mwcMr and down rto the bar The 
yddwvay oubaie the bans the same one 
mat Mary goes to n scene / 


Sinrt of level 


rtklrrt nccrc Wi n for a 
* fro honest, 
‘d to* gotten about t er. wfde I 
g<X set upn my new licme. 
though he must have oeenn 
So anyway i ne*t 
hmihrc^gn the 
ct the Jrw bar 


*1341-01 


'<Wi is vismte bv the wncto* y 
the bar - cfccfcs on the wndow 


•cstday and I remembered 
*rv) how he'd talced bark at 


Chctag to go down the stars 
to the Jncn nsde the 
buidng 


we« (Joodmusc Blur Pufri 
mat land y tnrg And Oans 
weren't just repealng 

then Not that the 
LXon w as pkvytng much of 


Ckck oo Sarah to wafc n 
through the door 


with the window* 
vwth rondemauon 
Or •'As mdtorrj 

Jmefkwr sticky M 


wa must ha*e been n me lectures over 
the test few weeks, but I didn't noace 
| I fm honru I was oo busy wth 
rvwvlhng and jiesa leomng how to *e 
do laundry cook every day that kind of 
I mart temember seeng WI 
the window of the Union L a' 


s13-0i-Q? 


■ was ready busy lor those frrsi few weeks 
Wi must have been aroend at lectures out I 
caught up n meefing housemates and 
the da*:* of fcvmg away from home 
The nett time I remember seeing hm was 
through the window of the Urson bar 


*1341-03 


I remembered he d looked back at me 
on mat first day and * made me smie 


si 3-03-01 


The mas* scene was good back men 
r Pulp Elastic a thmgy Suede Al 
those bancs were great Notmeime 
Urkon piayed them much it was more 
dancevn there 


f he llmor usually played the dancey sty 
X^fer Slate of Consciousness' was sti on 
but somebmes they played me 
sty Our rjp a M Oder sty k-e 
Carpets but no* often 


si 3-04-01 


lays at thr \Jmon were atony* the 
re crowds of people thevundow* 
anwg up c jrnpftetekf and sticky 
floors I land of mass <1 


*13-04-0? 


As much as « was tacky n there i miss f too 
l was crowded hard totak ardthr floor wns 
sticky from spited alcapops but t wan ftail 


*13-0443 
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; Story port snd tagh love- descnpboo 

Trigger revert 


Ail Inert# 

neit? 

te2 

Alpine ret 

ne*P 

m 

AA3 Imeret 

r^dV 

Wj*uc 





































- Mot port one - fiat* the cdtmal 
TMtWftDO 












She 59,1 she warts to cWe \VM Umq 
through the b» looking for W» She finds 
mm and atarts a conversation he asks her 
unndiAr? 












ndKrte of the student bar ate 
urarf) rt thr rvi*nf*g Sa.4hm.wvt .hw 
if tv *lr and duwn »tj t tm bur Th» 
paJ«w4> AiLuJe On? b* * t?ie t«* one 
tuf Uar> goes to r> scan* <T 












1 


SAYTaflrveJ 

flfdr.s nctr.r W* ayanhra 
>upketf w**ks f Tm larv^J, 

got »e! up ti mv ram Itunt. 
though he mup nave bean n 
rhe wenres So anyway ned 
noticed mm Wough the 
wmcow at the Ursen bar 

Si JU) 1*01 


Wd muff have been n fie lecftjres 
the trsr few weeks but l odnl nober 
hm. t rm honr-r l wan ruj tvr.» wah 
rvr*r\fhno and prt teamng how t ft ker 
do kaatkry, i ock «-w» r day that iund of 
Omm 1 nwa lentember Wi 

through Vw endow tK the Ui«n b w 

it.Vh^)? 


1 was i eah busv lor those Pest lew weeks 
WA nxni lea beer aroiaid 01 lectures Mil 

teamng the basK* of hm away from home 
The neu time 1 remember serorg hm was 
through the window of the Union bar 

St.Vtl^ll 





'•V* o vrsibif by trie endow y 
the bar . cfccto on the wndow 

! rec ognised him fr'er from the 
"est day «nd 1 remembered 
atang how he'd tomend bark at 
tv* rhrr 

stWtt-OI 


t iBnentieretl he’d looked bac k * me 
on mat tint day and e mode me amAr 

\vsAyixi2. 






1 


Ckctung to go down the star* 
to the Jran male the 
MAdng 

BMpot. .vrfi tiMdungprdt. 
ad Goodmuw Bk# HUP 
that tunc of thng And Qam 
weren't jus; repeatng 

men w w 

•Jraon wm ptavtna much of 
those 

s’ WTi-01 


The mi 0 «: scene wa good back ne-n 
Bk.f °olp Elastic a thngy Suede At 
those barvM were gpeai ‘kkthaime 
When played them much a was more 
danoevnthrr* 

I134V02 


Tne UraoruuiAdy played Bwdarcey sitr 
X&im State it Corwoousncss' wa* stt on 
heavy ccUbon but serretms they played the 
beer r %ti* Gur Pjp a tvt Hi# h«t 

tnspea* Carpets out not otter 

iti-OWIJ 
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Cbcn on Sarah to wa* her 
through the doer 

Ur typical Frill* 

• ' >*vrlrti v\t*JT the wnjom 

1 tppng vvih eondenoaaon 
Cheap sorted dnrka rsduij 

' .'4 i’ 


forays am.- Jhnn worn jmwystN' 
tame crowds cipeeple thrwtndcws 

Misarttv'v' lv . «*j Stcky 

fluaru 1 tand of na» it 

st*-04-Q? 


As much as • was larky r» there, i m* it ton 
a wot crowded hard te tab and the hoe# was 
vheky h<MM j*!kd alcapufi* tmt a wav r»aryl 

",11-04-01 





*^Prof. Mata Haggis @MataHaggis 'Narrative Experience First’ 
k GAME DEVELOPERS CONFERENCE EUROPE COLOGNE, GERMANY • 15-16 AUGUST 2016 


: Story pont »nd t»;h leve- OeatHpfry 


Trigger event 


nerf? 



AI2toieret 


‘ - ■ 

Inert? 


AI3 tore ref re*1'' 


Ujsic 



She $9>i sne wwts to date Wl Uowiq 
trough the Oar looking for W* She fWxh 
nm and starts a conversation he asks w 
madilc 

^farvij n/ttv aujfv, ,r| 

.luri') rt tfw fryming S-naf 
I w j , ii K.iik *ir »J down litu try 

outside tlw U* * trie sStw or 
fut Uarv govt to r scene > 


6A5\C 





5jr,m or kM*J 


rovlrt irtri? Wf *y*n frr a 
xipie 1/ Wt-4,'. f fill tyrnrJ 

jftf fotgodan atom! tarn *Ma I 
j.tadupnm? rum Iwme. 

•■enei 

So anyway rn*«t 


Anccr/ 

■'•-ft dev and I remembered 
«Lno how he'd kvwed bark .1 
tv* then 
Brllui 

«d (Joodmuwc Bkr Ht*> 
tbwt luno oMhng AndQatto 
weren't jus? repoatng 
•hemsehes then Not that the 
Jmon wm pUrrtrg much of 

nose 


.Vtk « vtsfcle by the window y 
tf-c bar . cfccta on the wndow 


Ckclung to go down the stars 
tc the Jrson mete the 
tcMng 


Ckc* on Sarah to *at* 
through the doer 




of the Jracn bar 


;s! 3 * 02-01 


^ -wo ’ «i tvt* •** dl> 
'owdnd wth the windows 
-.ppng wth condenoflaon 
Jwap sodad Oneka frtrtbttg 
ie floor stocky 


13 - 04-4 


Wd mu* haw been r» me lectoees over 
ihe frst lew weeks but lodrtt notocr 
hm i tm honr-t I wn ho Duty wih 

rvrr\ehno and jj* learnng how t ft he 
do keedry, t ock «-w» r d*iy that kavi < 
Dung I lie*! lewembw seetg W8 

tfiruuyh the vnvkrw u< Thv Uruon L* 


a was rcah busv tor those H zi few weeks 
Wi ntisl naw been aroirtd at lectures Mil 
wm caught up n meeftng housemates ard 
leamng the basics of tang away trem home 
The ne *2 time t remember ee*rg hm was 
through the wndow of the Union bor 


-iiv.01 -ClT 


1 1 a me n toe d he'd looked back at me 
on that lint day and c i 


Tharps* scene waa good back then 
r °t/lp Baste* thngy Suede Al> 
vetoenM were great *M that me 
Liven payed them much a was more 
nee* either* 


i ne Uraon usual* played the darcey 5?tT 
'Hghe' State at Consciousness* was vtf on 
heavy rvHabur but somatomes they played t»n at 3*034*3 

ktsprW Carpets out not oltet' 


Pnowys m fv ir«n wore vnwy-. thr 
-mir crowds d people thr window* 
steam* 
boors I 


i tp L-jti pfcrteh wti stocky 
and of ne» il 


st^Oi-O? 


A* much as f was tacky e> there, i mss a " 

> wan crcwOrd hard tc tail and the hoc* was 
dicky tope* alcupup* Ml I *«« tin 1 


;P- 04-03 
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Story pom and frgh descnpfryi 


ne«t? I/M 2 



Levee- 

PE 5 Cf?.'PT( 0 fO 




V r r finl ' ; ' n ~ . n * nr . 

CV^ - rTC * par * Ore - KM uW 

rn oiOon 

■r r^j ■ ■ • ■ ■ - ■ ■ ■ -T- r- 

through me Mr looking for Wi She find* 
him and starts a conversion he asks her 
on a die 



.*■**»’) ri tt»» trvwing S.*4h iiweu*. »tnr 
a itn.ide and down itko the bar The 
piJ*w*y putstoe die bar * the t e one 
mat ULary gore to n jcmo / 





HIGH 

po i 


01-01 


i, # r m honest I 
rxhno and tra 


,vn * 


Tiber wrung r>m 
# the Union boe 


rd r> vrsAle by the vote* y I 
the bar . ckks on me wrtdow I 


fclung to go down tty 
the Unon. male the 
tcadng 


kmoo w#s i)t 


« on Sarah to v 
through the door 


• ' -..vcini «fN the mndonn 
t 'ing ifi conjenuaon ,i3-04-{ 
! Cheap *c*t«C tin'ks trtdbttg 
the floor sticky 


*1X014) 
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! end Nqh teve- ( 


Tnjger event 


next? 


ts_ 







- Wot part ore — state the edemei 
•no feeten 

Shf je,! jhe wartii to defe’\VI Uowtq 
trough the oar looking h* Wi She (Inch 
urn and starts a conversion he asks ncr 
on a dir 

Starlrtg otfaefc olihe sludensr bar Hhc 
jraon') ri the hvwwkj 5v*i*h makes her 
way mwde and dwi tdo the bar The 
iwdwvay ixlbdtt the bans the same one 
lot Wary goes to n scene / 




B 


\\\ 


eS 




I o 


K) 




\ 


-TN 


^ t 


01-01 


) a vtsfcle by the *nto* i I 
bar cfctoonthc wndow I 




Actung (o 30 down B 


lc the Jrwn mete ti 
UAjng 






» w.atvr*cjlTr«ii^ 

• r >iMirrj imcn thr wndom 
i vipng a*th conde na— on 
Cheep aided orriu t*tdLr*j 
►,t*t floor %bckt 


stUN-tt 


Tiber 

#thei 


a Sarah to v 
h the doer 


rnuch as « was larky « 
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: Story port h^h lev» Oeocnpbc 




W*-P! 


- st at* the eitanai 


f )Ofi sne wvife to daEe \Vl Itowma 
-hrowjh (hr oar looking for W» She And* 
nm and starts a conversion hr asks her 
on a (Me 

arrvj riuh ate n/thr* stiaionV bar nhr 
,n*\‘) rt Itii* evering S-» ah nwifcjKt. •** 
a j, rq.idr and Jywu itnj tr« bar Tie 
pMwwy outbade tlte Uer -i tf*e *ene one 
?ut ttary goes to r scan* 1 



T rvjpcr errctt 


-mr 


neat? 



Alpine ret IrvexP 


}A*3 to* tel |r 




Sinrt of trvct 


WHi is vtsfile bv me vrnto* t/ 
thcbar-chdcsonthewndov* 


Ckckng to go down (he stars 
to the Jnon nside the 
tutfdng 


Cbck on Sarah to *afc her 
through the door 







5 -r IS5v 

, «C 0,0 
CV vC> 


of 

VO ^ 


u £V6 L-* 
V^‘ 
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Story oont and frgh leve- desenpbon 

Trigger event 


Ml Ine ref 

oejX> 

M2 

|AI2 tneret |rexP \M2 



SC 



mobvafton 

She so,i sne WwTb te date Wl Uowvio 
trough the bar looking For Wi Shr finch 
mm and starts a conversation he asks ner 

m n dike 

starry) rtuhtde ofi he ctirienv bar (The 
tun') rt Itii* frwnn^ S4<4 i ikPuh. *i»» 
mj.uk ikk) down itfcu lh* bar The 
p4fw«wy jutsak t)« Uw tt»e *atne one 
?ut Uvy goee to rt xtne / 


. £L/ gC-r£P -to 5< P^Vt'D 



mart nonce Wi agan far a 
Ltxipte nf weeks f fm honest 
r d forgotten about Nm wltfe I 
gtX yet upn my new Iwne, 
rhougn he must have been n 
the lectures So anyway I ne*1 
1 hm through the 
v cf the Jrwn bar 


N must neve been r» Vte lectures over 
the last few weeks, but I didn't nonce 
hm, # I’m honest I was tse busy wflh 
rvmttvng and ff* leommg Dow to we 
do laundry, cook every day that kind of 
I neirt temember sceng Wl 
(trough the wmdow of the Union ba* 


MU n vtsftle by the wrrtow af 
the bar . ebefcs on the wndow ' lbn <J k 


Ckclung to 30 down the stars P** ** 

tc the ’Jrwn ra*k the 

buAdng 




f thng 
1; repeat 


TBTTi 


m on Sarin to v 
through the doer 


- rowdrd, wkh the windows 
1 %opng wth condennwmn 
Cheap sbded Onrks irtkjttj) 
►.he floor stKky 


13-C4-4 



at f lotto 
CD 1 wai 
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Story 00 nt and tagh leve- deoenpbon 

Trigger event 


Ml Ine ref 

oejX> 

AI2 

|A1? frierH 

|nert’ > |< 





port orw- state ttttedarnal 

moOvabon 

She sa,i she weita te dole WI 
’tvough the bar looking For Wi She finch 
mm and starts a conversation rv? asks net 
m n eitfc 

starry) rtuhtde ofi he stixienv bar (The 
tun') rt Itii* frwnnty S4<4 i ikPuh. ‘w 
A'jf mj.uk ikk) down itko lh* bar Tha 
p 4 tw«wy aulsaie the b* t t?»e vane one 
?ut Uvy goee to rt xtne / 



_v £ 0^ pl*60 Cr(Ac 

‘ TO 


rtklrrt noire Wi agan for a 
Lixipfcs nf week* tffrnhorMst 
I'd forgotten atxnJ hen wide I 
gut vd up n my new Itome, 
though he must have been rt 
the lecture* So anyway I next 
notted tern tfvough the 
ATtcw of the Jraon bar 


R must have been nfw lecture* over 
the test few weeks, but I didn't noace 
hm i fm honr^t I was rt*i busy wflh 
cverMhng and y cm teamng how to we 
do laundry, cook every day that kind of 
dang I next temember vemg Wi 
tfnough the window of the Union bat 


»Vtk n vwfcie by the wrxtow y p * 51 °<* 
the b«r ekeks on the wndow f 


Ckclung to 30 down the staas P** 
tc the 'Jnon mete the 
buMng 


f thng 
i* epe a 


5 TTm 


;n on Sarah to v 
through the doer 


'rvkvdrd wtfftfhe windows 
1 rc irvj wtfh condc naa apn 
Sheap vyvleC Onrka ndUij 
he floor sticky 


13-C4-4 
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l agan for 
: LMpfcf I»f f Cm hurw-J 

K lor patten d bod Nm *A *e I 
.M up n my new I tone, 

:• jgh he must have been n 
f lectures So anyway i r>e*l 
<«J hmihrc^gn the 
v cl the Jrwn bar 


N must neve been n tie lectures over 
the lest few weeks, but 1 01(101 nctce 
hm. 4 fm honest I was **i N/ty wfh 
rverrfhrtg and fee leomng how to we 
do laundry, cook every day that lund of 
thrig I next ternember seeng WI 
tfvough the mndow of the Union ha* 


K was ready busy lor those Irst few weeks 
Wi must have been aroend at lectures out I 
was caught op n meeting housemates and 
leamng the bas*:s of hng away from home 
The nen time I remember seeing hm was 
trough the wndow of the Uraon bar 


(?AAA>6f'US4" rit >f° UAJN 1 

ifi *>\AL.cC*U£ 

* " S SD fUQlAUlCD 

^°°A\-rorv 


TfitluCS-l 
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N must newe been n Vie lectures ow 
the lest few weeks, but I didn't nonce 
hm. 4 fm honest I was N/ty wfh 
rvmthng and /list teamng now to We 
do Urnck y cook rwr» day that tund 1/ 

I he*! temember vmn Wi 
tfwcugh the window of the Union hat 


K was ready busy lor those Irst tew weeks 
W# must have been arocnd at lectures out I 
was caught up n meeting housemates and 
leamng the das** of tang away from home 
The nerr time I remember seemg hm was 
•trough the wndow of the Uraon bar 


PA/JWmiS4Tie>u uajn* 

a v/fttuAPLe IM J>l*u>uue 


fcu/ir* 

v£*notc*'> 


H 


Tficl»!cs-1 
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AM£> ALc. sy ITEAi 
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Reticule 


The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 


• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible. 


"TO 

PiyjDiO GrAttG — 
SYi'TB H Pf£0<Sr£O; 
$Lo S.. . 




UL^i^u.e 

T&xperieiue. 
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Reticule 

The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 

• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible. 
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Successful and unsuccessful interactions will be backed up with appropriate 
sound effects. 
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Successful and unsuccessful interactions will be backed up with appropriate 
sound effects. 
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Reticule 

The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 

• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible 

I Successful and unsuccessful interactions will be backed up with appropriate 
sound effects 


f© 




lN»Tf«FACr & 

[NTgKACTIOig LttiCrMl 


iSkiu 


e-H eACg 

i 


SttiPT .1?* , *et-ry. 

A»4> Aiulifi, 


TTicUi 


CTL 


UL'ni^u.e 

f £yperi4'r\r& 


GDC 


^Prof, Mata Haggis @MataHaggis 'Narrative Experience First’ 

GAME DEVELOPERS CONFERENCE EUROPE COLOGNE, GERMANY • 15-16 AUGUST 2016 


AAhrMTlOM 


Reticule 

The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 
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• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction Is not currently possible 

Successful and unsuccessful interactions will be backed up 'with appropriate 
sound effects 
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The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 

• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible 

I Successful and unsuccessful interactions will be backed up 'with appropriate 
sound effects 
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Reticule 

The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 

• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible 

Successful and unsuccessful interactions will be backed up 'with appropriate 
sound effects 
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Reticule 


The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 


White: no interaction available 

Blue: interaction attempted when no interaction is available 
Yellow: valid interaction is available 

Deep red: valid interaction is available, but too distant currently 
Orange: interaction is not currently possible 


[ Successful and unsuccessful interactions will be backed up 'with appropriate 
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The reticule is a small dot in the centre of the screen that changes colour to give 
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White: no interaction available 

Blue: interaction attempted when no interaction is available 
Yellow: valid interaction is available 

Deep red: valid interaction is available, but too distant currently 
Orange: interaction is not currently possible 


Successful and unsuccessful interactions will be backed up 'with appropriate 
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Reticule 

The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 

• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible 

Successful and unsuccessful interactions will be backed up 'with appropriate 
sound effects 
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Reticule 

The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 

• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible 

I Successful and unsuccessful interactions will be backed up 'with appropriate 
sound effects 
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Reticule 

The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 

• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible 

Successful and unsuccessful interactions will be backed up 'with appropriate 
sound effects 
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The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 

• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible 

Successful and unsuccessful interactions will be backed up 'with appropriate 
sound effects 







’STisviU 



U/ni^u.e 

(^liTT'^tiv/6 TExperiel 



^Prof. Mata Haggis @MataHaggis 'Narrative E 
UwV GAME DEVELOPERS CONFERENCE EUROPE COLOGNE, GEF 


5UT H A 
PO£^ (Ao\)Z 




F V ^Prof. Mata Haggis @MataHaggis 'Narrative Expei 
UwV GAME DEVELOPERS CONFERENCE EUROPE COLOGNE, GERMAh 


£UX H A 
PO£^ tAo^t 
T"U (3. o ia. 6f H £ 



The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 


White: no interaction available 

Blue: interaction attempted when no interaction is available 
Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible 

Successful and unsuccessful interactions will be backed up 'with appropriate 
sound effects 
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Reticule 

The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 


• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible 

Successful and unsuccessful interactions will be backed up 'with appropriate 
sound effects 
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Reticule 

The reticule is a small dot in the centre of the screen that changes colour to give 
feedback to the player. 


• White: no interaction available 

• Blue: interaction attempted when no interaction is available 

• Yellow: valid interaction is available 

• Deep red: valid interaction is available, but too distant currently 

• Orange: interaction is not currently possible 

Successful and unsuccessful interactions will be backed up 'with appropriate 
sound effects 
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NARRATIVE DESIGN TOOLS 


DIALOGUE 8 
PERFORMANCE 


VISUALS 


AUDIO 


HAPTIC 


• Get a good writer 
involved (or practise by 
writing short stories) 

• Avoid long 
monologues 

• For most genres, 
dialogue is plan C, so 
use this order of 
priority: play, show, tell 

• Use nuance in your 
writing to encourage 
active listening 

• Get good actors. 


• Be consistent with 
the social and cultural 
setting(s) 

• Think about location, 
character, props, HUD... 
Everything! 

• Accept that many 
things will be missed, 
so tell the story with 
everything on screen 

• Try to avoid cliche - it 
can be useful 
shorthand, but also 
leads to bland worlds. 


• Economically a very 
good option for 
storytelling 

• Feeds directly into 
the imagination 

• Excellent for building 
atmosphere 

• Can be very subtle 

• Use details 

• Often forgotten or 
left until last, so don't 
make that mistake: 
include it early in your 
documents and plans. 


• Not available on all 
platforms 

• Used well, it can be 
highly engaging 

• Consider using 
emotional haptic 
feedback (e.g. a 
nervous flutter) as well 
as obvious big 
moments 

• Be careful to 
enhance, not break, 
gameplay feedback. 


CHOICE 8 
INTERACTION 


• Pick a story structure 
that works for you, 
your story, and your 
team: linear, 
converging branches, 
bubbles, or branching 

• Choice is powerful, 
but the workload 
escalates very quickly 

• Try to make your 
gameplay interactions 
match the character 
and their world. 


BE CONSISTENT AND SUPPORT YOUR NARRATIVE SETTING 



Avoid: • ’fan service’ scripts (they often seem lazy to the majority) • stereotypes and cliches (they drain 
your world of individuality and/or consistency) • obvious repetition in voice samples (and to a lesser 
extent ambient/music) • overuse of haptic • action choices that don't fit the character or world. 
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